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* The Game P;ik is a precision device, 
Keep ii away from electrical shock and 
do not use under extreme temper alum 
conditions, 

* Dt> no I touch ilic terminals, 

* Avoid exposure to water, 

* Do not clean with thinner, ben/Jnc, 
alcohol, or cleaning fluids.. 

* Make .sure the power is off 
before inserting or removing 

I tie Game Pak from the N i niendo 
Entertainment System. 
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SliSAMt Sl'KEET A-fi-C contains two different games, t.viivr- 
Gti-Rtiuntl iiii!I Ernie’x fiig Split*}}. To choose one, follow- these 
steps. 


Insert the Game Pitk into your Nintendo Riilerluinrnenl 
Sv stem. 


Turn on Use power. 


dlie Mu ]11 Menu appears. Press the PStick Arrow key bulton 
to choose one of the games. Then press- llu: .selecL or start 
button to begin play. 


NOTK: To rcumi to Hie Main Menu and select the other game on this 
Game Pttk, press the reset button on the front of your Nintendo 


:rlannnenl S vs I l:iil 



Letler-Go-Rou nd 




S^mmeStreet Lettcr-Co-Round provides a playful : 
children cun jurat-1 ice these curly reading skills. 



in which 


* Letter recognition Etnd matching 

* Uppcr/loxvcr case matching 

* Word recognition and matching 

* Simple spelling 


Special Note for Parents: We have designed this manual so it is 
easy J'oi you m lira] useful information. Whenever you see a paragraph 
wilh this symbol ICg 3 , you svil'l find additional hjids to helj>your child 

use (his program, 



I t I ler-< ro- Rou nd — K ey S urn mary 





Black Arrow Black Select or Red Button 


Keys 

wjt 

Adjust !>|K'Cd of 
[lie Ferns wheel. 


Start Billion 
Return lo the 
L ctfcr-G a -A' on n d 
level menu. 


f A or tJ} 

To stop l he ferns 
wheel and select a 

Idler 


I 
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Slop i ight up] 

It's time lo lake your Lum lo catch and match die letters on die whirling 
Ferris wheel] 

So, if you're ready for fun, let's gel slurietl. 

' You may enjoy playing Sesame Street Ijtier-Go-Rmtnd with 

your child. By doing so, you cun reinforce your cltLld's learning by 
following ill esc few Minis. 

When discussing the game. use the words, "letter." "word," mid "mulch 1 
so your child becomes familiar wilh these concepts. You can help yom 
cliikl identify each Letter as it moves through the malclring zone by 
saying things like, "Does this letter match the one on the seesaw?" 


Or. "Can voll Bud the rinhl letter lo finish ibis word?" 
































Letter-Go-Round 



Select n Level 

To sclccl a game level, use llni El lack Arrow key lo highlight a level. 
Then jma& either Rod Button to select that level. 

Spin That Wheel 

How Iasi can the Ibrris wheel spin? That's up lo you- Pn-s.s the Black 
Arrow key to spin the fen-is wheel fas lor or slower. The wheel will spin 
at the speed you scluet—imiil you press the Black Arrow key again. 

Make the MnlcEi 

Aft iho loiters spin on the wheel, wait until iho loiter you want moves 
Into the matching vono ai the bottom oJ'tlie ferris wheel. Then pmss 
cither Rod Button to drop that letter tnio iho slot. 

Milking a match at the right time may require sumo practice. Yon can 
help your child by placing your linger on the correct letter and tracing iis 
path as ii moves into the matching zone. 



Let ter’Co-Round 
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Playtime 

The si* game levels arc described below. Each level is designed to be 
progressively more challenging. Encourage your child lo begin wilh 
In’s! levels lo develop the skills neoded for ihc more difficult levels. 

Level I: Uses uppercase letters only, h lakes three matches lo build 
I he strenglh-o-mcter and complete the rouitd. 

Level 2 : Uses lower case Idlers only and lltrcc matches complete a 
round. 



Level 3: Uses upper and lower case lepers. 

upper/upper case 

lower/lower case 


You cun match: 


LLppcr/lowex case 

lower/upper case 

Three matches complete a round. 









Lett er-Thn-R ou nd 




Lewis L 2 and! 3: How tea Play 

EiY as easy .is A-B-C. Vo lll Muppa pul is hero to pEay and lie- brought a 
letter for vou to match. 


PI u nk ! 


ed it on the Now il's up to you. 

Find the letter on the ferris wheel ill at matches the one on lIio 
seesaw. Press either KutI Ration when the IctLcr moves into the 
mate hing zone. 

k! The letter you chose wasn't the correct one! That's okay! 
The Letter wiEl pop back into its basket, the wheel will eonlinue 
spinning and you can guess again. 

Hurray! You matched the Idler! Your letter will flip inio the air 
and look you've built one part of the strenglh-omeled Make > 

the matches in a round and you'll get a rousing Rah I Rati! from 
your Mapper buddies,. 



Letter-(in-Round 


Level 4; Qne Little Word 

Spell an entire word by matching each letter in the word. How d< 
match a word? One loiter at a time, of course! Here's what to do: 


Look at the first Jcller in the word. 
I ind (hat Letter on the fen is wheel. 


Phess cither Red Eiuiton to catch tliai Idler. 


The first letter will jxip iailu its place and it's time to catch and 
match Idler number two . . . and then letter number three! 


Match all three Edicts in LEie worth anti you've won ilie round 
Your Muppet pah have one Iasi word for you - - Bravo ! 


> 




Le Iter-(io-Round 



Level 5: WliiiLs Missing' 

Tins lime your Muppct frieiid brings cut a word for you -but Hugo's oeio 
tetter missing! Find a letter do (lie fenis wheel e! uli tturr^mlly tump kies 
ilie word- Here's hew to do it; 

Look at tlie incomplete word. New took fii the letters on the 
fonts wheel. Can you spol a letter thaL fits? There. may be more 
than one right answer. 

When the letter you waul is in Lite matching /.one, press either 
Red Button. 

11 L 3 ir.il y! You spot led u wok! - Y ou r M u ppc t pa h will gi ve you a 
rousing cheer! 


Ebnre correct matclies sucoe.sslully complete Ihe round and build tlie 
slrength-o-meter. 


Lelliir-Gu-Round 





Level <5: Spell I lie Secret W < ] ref 

Nuw ihc terns wheel lakes its trickiest turn of all! The lends on the wheel s 
:i secret word bill even your Mu ppc l pal doesn't 6c now what the word is! So it's 
up to yoii-.-and here's wlutt 1t> (to: 

Look at tllO Letters cm the I'erri?; wheel, MndlhlOC letters that ^pielI a word. 
Now look again—bccauM there may he several words on the wheel . . 
but only one Of them is the Kccre-l word ! 

Tin- lirsi loiter is, the hardest to match. Choose your First Idler by moving 
il into I lie matching /one, and pressing eilher Fled Button. If you uuessed 
light, Lhal letter will pop into place! 

Now select Ihc riesl Jellor. . ..and I lien the third. When yisi find I lie: 


secret weird, your Muppet pills will cheer you mice again! 

dispelling words may he tricky at first. Ask your child, "How many words do 
you seeV I .el's, wrile each one d-Own." Note: After eight incorrect guesses, lEie 
secret word will pop onto the screen. 




krme's Hi^ S|>l;»sli 
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Ernie's Big Splash is a fnn-filled way for children to develop planning 
predicting, and problem-solving skills. Ernie is taking ti bath, but 
something is missing —his Rubber Duckie! Help Ernie build a pathway 
that leads Rubber Duckie from hj.s soap dish 10 Ernie's bmEnub. 

Ernie's Big Spfash consists of three games: 


(i :ii nii 



Gains 3 : Ernie's Super Challenge 

To select a game, use the Black Arrow key In highlighl » choice, Then 
press eiilier Red ButLon to select that game. To return to this menu at 
any lime, press the Black Selector Siari key, 


KsTEacIt ga me> which consists a f n 




more liIiclI len^irisy; thm (ho previous one, Encourage your child Lo start willi 
the easier games first helbre moving on m Rmie's Suptir Challenge. 




It lack Arrow 



Black Select or Start 

151] Hem 

Ofie |jtcs&: Clear scivltl jincl 
sl:i.rt over within snnifc level 
Two presses: Return 

lr> firmed Hit; Splash 
Metuh 


ltc:d l!Litton 

(A or B) 

[incomplete p$th: Sclcci 

piece ami Rubber 

Duckie moves 

forward,. 

Orunpleie path: 
Aniiiiaiij lIic puzzlu. 




























Ernie:'?* Efi: j, Spl^sEi 


l to 


The Playing. Screen 

At Lbc beginning of the gaine H Rubber Duckie appears Licax Ins soup 
dish, while Ernie isilling in his bathtub wailing lor Rubber Duckie to 
ioin him. 


I 

B3f Point ous Rubber Duck it and Ernie, and ask your diiid Lo help 
Rubber Duckie join Ernie in his nab. Your child may enjoy building a 
simple, more direct pathway or may prefer constructing longer, more 

complex routes. 


How lo Select a Ifiiilthng Piece for (he Pathway 

There ts a square ne>u to Rubbei Duckie that ■will help you select 
building pieces for the pathway. Press the Blaek Arrow key lo cycle 
through the available building pieces. A new piece appears each time the 
Black Arrow key is pressed. 


Ernie's llig ttplusli 
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There are two green arrows on each piece as shown in lbe- examples 
below, lliese green arrows show where Rubber Duckie enters and exits 
each piece, 


Itiri 


inrw 



to use his o] her finger to show you where Rubber Duckie wall 

t- 

eliter iFiti piece and where he will £xiu 


























Ernie's II [g Splash 


Vi 



Have yciur child note (.lie different l] ii^?L:|imis for each piece. Have 

him or her show you (lie pieces that move Rubber [Jackie across, up, 
down, ele. 


Encourage your child Lo pay dense attent ion Co ihese directions whej 


planning the route of a pathway. 


Explain (o your chi Id that the pieces tvLJ] only help Rubber Duckie trav 
across, up, down, or at right angles. Remind your child that Rubber 
Duckie cannot move diagonally through pieces. 


Point out the pieces that appear twice and cx|)Lairt that although thes 



pieces lucik the same, die arrows on (lie pieces are in different jiosii ions 
and each one will move Rubber Duckie in a different di reel ion. 


Ernie's H ig Splash 


1 *) 

1 


When your child selects a piece that he or she thinks is correct, jinws 
eitEier Red Bull on, if corned. Rubber Duckie will move forward. 


After a piece has been plural, point uul Lo your child LhiLl Rubbe 
Duckie is ready and wailing for a new piece to be selected. 


r 


As pieces appear, hi,we your child trace Ihe path through the piece with 
is or her finger. Encourage your child to look at Lhc oxiL to plan the: 
direction of Lhe next piece in the pathway. 





KriUe's; Iti^ S[]I:l^1i 
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II you press. ;i \iai fti.mon eliieI el selected piece doesn't work, you will 

bwvv. "bump" sound. Rubber Duckies will not be able jo travel through 
that piece. 


Lise Uie Black Arrow key to select another piece, and hopefully dial one 
will work! 



When incorrect pieces are selected, point out tlte portion of the 
green arrows and ask your child to tell you why Rubber Duckie cannot 
move through the piece. Encourage; your child to select another piece, 
paying close attention lo the direction oflhe utecn arrows. 


I your child has trouble constructing a pathway to Ernie's tub, have him 
oi her show you on the screen which way the pathway should Lead. 


Ernie's Big Splnsh 


.21 


Kctttl v 


Set 


Go! 


When a comet! pathway has been constructed all the way to Ernie's lub, 
Rubber Duekie will travel ilu: entire length of the pathway, and fall into 
the tub with Ernie, creating a giant splash. 


Press either Red Button again, and Rubber Duekie will navel in. reverse 
through the pathway, back to his soap dish. Your child may send 
Rubber Duekie through the pathway as many times as lie or she likes. 


NOTE: Rubber Duekie will only 
pathway has been completed. 


move in reverse when the entire 





Muppet Fun Pais 

.VI up pc l Fun Pals appear in nil die play fields in Games 2 and 3 . Muppct 

Fun Pal.s arc special pieces ifiai can be added to the pathway. Muppct l-'uti 

Pals have four doorways, instead of iwo, so they can be used I wife in a 
pathway. 


Build the pathway up toihi: Muppct Fun Pal. Then sded a piece lo move 
Rubber Duekie into I he Mtippel Fun Pal. piece. 

WaleEi and sec which way Rubber Duekie exits tlie piece. Then build die 
pathway to enter (he same Muppat Fun Pal piece a second time, bui 

through a different doorway. 

When your child includes a Muppet Fun Pal in Ids or her pathway. 

the piece will determine Rubber Duck in's exit doorway. Of course, your 

child rnaychfKJ.se to build around the Muppct Fun Pal rather than include 
in bis or Ei£r pathway. 


i 


Ernie's Big Splash 
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Clear the Screen and Start Again 

The Clear option wit] clear die screen to allow you to slurl playing again 




m the same play Held. Press the Select or Stud key ONCE to start over 


within the same level. 


Dead Ends 

If your child constructs a pathway that blocks itself .so that Rubber 
Duckic eanl reach iimte. then a deadend lias been made. Press die 
Select or Start key ortce to clear the screen to atari again. 


Exit 


At any lime, you can <|uit ihe current game. Press the Select or Slant key 
TWICF, to qu i t. 


Y on w i II ret un l to 1 he Game menu. 
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